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The RAGE Dissemination Plan aims to guide and support the efforts of all partners in 
convincing Applied Games (AG) stakeholders to take-up and use the outputs of the 
Project for their own business purposes.  
 
Therefore, the key readers, “owners” and performers of this Plan are the senior members of the 
RAGE consortium acting as: 
1) Communication Officers nominated by all RAGE partners; 
2) Team leaders of each RAGE partner; and 
3) Work package leaders integrated in RAGE´s Executive Management Board. 
The RAGE Dissemination Plan is a living and cumulative document, updated on a yearly basis 
along the entire RAGE project lifecycle: The first edition of the Plan was published in Month 3, 
and is publicly available as Deliverable D9.1. This edition is the second annual update of the 
RAGE Dissemination Plan. It contains a summary of relevant facts related to tasks in year 2 of 
the project and the main lines of Dissemination actions for the third year of the project. 
 
The purpose of this annual update is to provide aims, priorities and guidelines to help RAGE 
partners programming and executing specific Dissemination Actions, in such a way that they 
better contribute to achieving project objectives. 
   
Along Project year 3, there are two major project milestones that should become interesting and 
potentially valuable for RAGE´s targeted stakeholder audiences: 
 
a) The “soft launching” of the RAGE Ecosystem 
b) The launching of the first round of RAGE pilot case experiments   
To support proper dissemination to these two events while continuing improving our 
communication, the three main Dissemination action lines for year 3 are: 
 
1. Promote interest on the RAGE Ecosystem and the usage of RAGE assets;  
2. Expand the dissemination of scientific breakthroughs produced by RAGE and  
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As established in the DOA, communicating RAGE results beyond Consortium boundaries is 
governed by a Dissemination Plan, guided by the following specific objectives: 
 
1. Raise awareness with respect to RAGE activities, outputs and benefits arising from the 
project amongst selected Target Groups within the AG industry value chain, including their 
related research groups and key users; 
2. Promote willingness of AG developers to make use of project´s outputs; 
3. Support the design and implementation of the Exploitation Plan for RAGE results. 
The RAGE Dissemination Plan aims to guide and support the efforts of each and all RAGE 
partners in convincing AG stakeholders to use the outputs of the Project for their own business 
purposes. Therefore, the key readers and users of this Plan are: 
 The Communication Officers nominated by each RAGE partner; 
 The team leader of each RAGE partner; and 
 The 10 Work package leaders integrated in RAGE´s Executive Management Board. 
The RAGE Dissemination Plan is a living and cumulative document, updated on a yearly basis 
along the entire RAGE project lifecycle:  
 The first edition of the Plan was published in Month 3, and is publicly available as 
Deliverable D9.1.  
 This edition is the second annual update of the RAGE Dissemination Plan. It contains 
some highlights of facts related to tasks performed in year 2, and the main lines of 




2 YEAR 2 ACTIVITIES 
 
Works under WP9 for Year 2 aimed to concentrate our dissemination and communication efforts 
around three lines of action:  
 
1. Enhance and consolidate awareness among AG studios and institutional stakeholders 
who should become the future customers and allies of the RAGE Ecosystem 
2. Generate knowledge about the planned offering of the RAGE Ecosystem for AG studios 
and other targeted customer segments and their underlying communities. 
3. Disseminate the scientific breakthroughs produced by the collaborative research effort 
of RAGE consortium partners. 
Under these premises, we concentrated our operational efforts to increase the outreach of our 
online channels. Results have been quite positive: 
 
Traffic generated by visitors to our project website increased significatively: Some 17.500 
sessions 13.000 unique visitors to the project website from March 2016 to March 2017), some 
1.00 visitors/month as an average for the period, almost 4 times the 266 visitors per month 
registered in April 2016.  
 
 
Besides the natural entry point page, the blog and the assets inventory, two activities primed in 
consortium efforts, concentrated the attention of visitors. There’s a clear difference in the 
number of sessions depending on how much new content is published on the website. Peak in 
visits reflects the launching of the Assets inventory. 
 
 
Traffic to website originated primarily by Twitter and Facebook feeds, following efforts in pushing 
forwards our social media channels.  
 
Main social media networks evolution (May 2016-Mar 2017): 
Netw./M MAY JUN JULY AUG SEPT OCT NOV DIC JAN FEB MAR 
Twitter 152 302 328 - - 379 409 409 423 432 447 
Facebook 0 30 33 - - 40 48 49 49 49 53 
YouTube - - - - - - - - 11 11 13 
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3 DISSEMINATION PLAN FOR YEAR 3  
 
3.1 Objectives and strategic lines of action 
 
As part of the ongoing activities and the progressive delivery of new project results and 
continuous activity of the project team, along Project year 3, there are two major project 
milestones which should generate special interest amongst RAGE´s targeted stakeholder 
audiences: 
- The “soft launching” of the RAGE Ecosystem 
- The initial round of the RAGE pilot case experiments   
In connection to these two events, the three main Dissemination action lines for year 3 are: 
 Promote interest on the RAGE Ecosystem and the usage of RAGE assets 
a) Expand the dissemination of scientific breakthroughs produced by RAGE 
b) Improve dissemination content and channels to support the new outreach requirements. 
 
3.2 Implementing the strategy 
3.2.1. Action Line 1: Promote interest on the Ecosystem and the assets 
The soft-launch of the Ecosystem in the Autumn of 2017 and the set into motion of the pilot 
case experiments in the late spring provide new tangible results of the project relevant not only 
to Applied Game developers but also to institutions looking forward to use gaming solutions to 
solve hot issues in real world settings, e.g. improving the employability of young professionals. 
 
Taking advantage of these tangible outputs, the Dissemination actions within this action line will 




a) Encouraging Applied Game developers to check, experiment and eventually adopt some 
of the initial inventory of 30+ Assets /software components to test their suitability to be 
integrated in innovative gaming offerings 
b) Inviting third party assets developers and providers of suitable technology 
breakthroughs which might be of value for Applied game developers, while at the same 
time contribute to enhance the attractiveness of the future RAGE ecosystem 
c)  Invite institutions and organisations providing support to applied game developers 
to learn about the collaboration opportunities the RAGE Ecosystem could offer and to 
eventually engage in tactical alliances to orchestrate such collaboration. These initiatives 
should help hubs, incubators and consortia, either directly as an additional item in their own 
support services to games start-ups or indirectly, by using the RAGE international meeting 
point as an enabler for cross-border and/or cross -sector collaboration initiatives within the 
EU games industry. 
 7 
 
Operational implementation of these actions will combine: 
 
- One-to-One actions, based upon a) Direct Marketing campaigns via personalized 
promotion and invitations, using the different Directories created in previous years, b) Pre-
existing RAGE partners´ contacts and c) participation in industry led initiatives and 
collaborative initiatives such as EC project clustering or even EC Call for proposals of 
diverse nature. 
- Interactive dissemination events where project outputs – software components and 
games integrating them- and evidence arising from the pilots will be showcased, e.g. game 
jams, hackatons or plugfests combining internal participants coming from the RAGE 
partnerships to engage with interested outside parties  
- RAGE online channels: On the one hand, the project website and social media channel 
and, in due time, the RAGE Ecosystem marketplace site, on the other hand. 
As starting points for partners´ programming of actions: 
- Execution once launching dates are confirmed 
- Direct marketing campaigns and online channels special actions will be executed in 
coincidence with launching dates 
- Events will necessarily be not synchronized with effective launching dates, but specific 
messages and invitations will be issued 
 
3.2.2. Action Line 2: Expand scientific dissemination 
 
This line of action was already started in the beginning of the project and must be scaled-up and 
enhanced due to the continuous flow of new research results produced by the RAGE 
consortium. This line of action aims at mobilising a community of scientific and other non-market 
players around the RAGE project. Under this line of action, there are two key activities: 
a) the co-operation with other projects and the  
b) dissemination of collaborative research results in suitable events. 
Regarding the co-operation with other projects, the “natural” field of operations is, in a first 
instance, the group of 20 projects (including RAGE) funded by H2020 in the areas of gaming 
and technology-enahanced learning. The possibilities to be explored for joint/co-ordinated 
efforts include: 
 
 Technical cross-fertilisation (avoiding reinventing the wheel) 
 Co-operation in AG promotional activities 
 Collaboration in market intelligence gathering and/or analyses, community boosting, 
alliances with industry, etc. 
 Cross-advertising, especially across online channels 
This kind of collaboration will be promoted by the EC, but the actual results could only be 
rendered if RAGE and one or more consortia identify and pursue concrete activities. This means 
a 2-step process: initially using EC events to get to know participants and activities of such 
projects and secondly a series of One-to-One contacts to materialise the collaboration. In this 
sense, the participation of as many RAGE partners as possible in the investigation of potential 
synergies is a critical success facto. This active investigation will be internally promoted by the 
WP9 team. 
 
Regarding the dissemination of RAGE scientific outputs, we will continue sharing results 
presented in our deliverables and via the production of collaborative scientific publications. 
Efforts will be focused on stimulating joint publications showing the results of collaboration 




On top of these continuous efforts, The RAGE Scientific Committee will put specific emphasis in 
promoting and monitoring an enhancement of the the quality of the RAGE scientific publications, 
targeting peer reviewed journals (Q1 range, e.g. Computers and Education, Computers in 
Human Behaviour, Human-Computer Interaction, IEEE transaction on Affective Computing, 
IEEE Transaction on Computational Intelligence, AI and Games ) and conferences of high 
quality (e.g. SIGGRAPH, IEEE, AAAI, ACM, etc.). These publications in turn could be used to 
enrich the Ecosystem assets. 
 
In this direction, RAGE partners will: 
a) Identify Q1 journals and Q1 conferences, using tools such as the CORE conference 
portal http://portal.core.edu.au/conf-ranks/    and the Scimago journal rank (SJR2015) 
http://scimagojr.com/journalrank.php?category=3304 
b) Direct RAGE researchers/research institutes to develop publishing initiatives takin these 
inputs into account 
 
3.2.3. Action Line 3: Improve dissemination content and channels  
 
The third year of the project brings in new requirements in terms of targeted audiences, and higher 
and wider quantities of content to be disseminated. And the experience of the two first years of 
operation brings recommendations (from the team as well as from EC reviewers) to improve the 
existing dissemination channels and activities. 
 
Major activities in this action line include: 
 
a) Improvement of the website content (making it more captivating), aiming at making 
communication more streamlined, sharpening the key message (e.g., Business Ecosystem 
for Applied Games Development), providing a more concise and clear descriptions of what 
RAGE is about. In this line, we will change the copies of the website to explain the project in 
an easier-to-understand way; Explain the phases of the project and what we can download 
and expect in each phase; Explain the objectives of the assets, their functionalities, who can 
use them and why they should; change the Contact form to make asset creators more 
visible to users; show the value and profits of becoming an ally of the RAGE ecosystem, 
etc. 
b) Continue enhancing our social media channels to consolidate their success as traffic 
channelizer for the website, but also for the future Ecosystem site. This will necessarily 
include expanding the number of tweets/day, adding more content to Facebook and 
populate the Youtube channel with fit-for-purpose promotional videos, i.e. visualised 
explanations of what the asset does and what it can be used for and  Video Tutorials, 
providing visual walk-throughs of the steps needed for using the assets (installation, 
interfacing/integration, configuration, authoring, troubleshooting). 
c) Setting into motion a co-ordination between the existing online channels and the planned 
operation of the RAGE Ecosystem marketplace site 
d) Improvements in the messages to the different target audiences referred to the future offering 
of the Ecosystem as well as to specific project outputs such as the Assets and the Pilot case 
experiments 
e) Description of the opportunities for collaboration with third parties: Research & Innovation 
projects and Games industry players 
f) Specific campaigns to support the soft launching of the Ecosystem online presence and the 
pilot case experiments 
g) Secure the flow of relevant content for the RAGE blog 




i) Improve monitoring and reporting of dissemination actions carried out by partners, on the 
one hand becoming more systematic in the reporting asap of planned actions and on the 
other, in providing meta information about the events (quantity, quality, audience, etc.) 
For each one of these tasks WP9 team leader will issue specific guidelines and procedures. 
 
